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	Name: 
	Class & Level: 
	Origin: Jack of all trades
	Player Name: 
	Backstory: You’re a lowly murderer, hanged in ages past and forgotten about.
	Memory: A roaring explosion, sudden blazing heat, spray of stone, and then darkness.
	Drive Points: To achieve redemption; you know the darkness in your past lives. Perhaps you can cleanse yourself.
	Proficiency Bonus: +2
	Passive Perception: 11
	Buff: +1
	AC: 12
	Initiative: +2
	Speed: 30
	Inspiration: 
	Strength: +2
	Strength modifier: 14
	Dexterity: +2
	Dexterity modifier: 14
	Constitution: +1
	Intelligence: +1
	Intelligence Modifier: 12
	Wisdom: +1
	Wisdom Modifier: 12
	Charisma: +1
	Charisma Modifier: 13
	Constitution Modifier: 12
	Combat Position Pool: d8
	Base Position: 10
	ST Strength: 
	ST Dexterity: +4
	ST Constitution: +3
	ST Intelligence: 
	ST Wisdom: 
	ST Charisma: 
	Acrobatics: 
	Animal handling: 
	Arcana: 
	Athletics: 
	Deception: 
	History: 
	INsight: 
	Intimidation: 
	Investigation: 
	Medicine: 
	Nature: 
	Perception: 
	Performance: 
	Persuasion: 
	Religion: 
	Sleight of Hand: 
	Stealth: +4
	Survival: +3
	Souls Spent: 
	Current Souls: 
	Spell A Casts: 
	Spell B Casts: 
	Spell C Casts: 
	Spell A Damage: 
	Spell B Damage: 
	Spell C Damage: 
	Spell D Damage: 
	Spell D Casts: 
	Estus Flask Number: 1d8
	Healer Number: 
	Green Blossom Number: 
	Purple Moss Number: 
	Bug pill name: 
	Item A Number: 
	Item B Number: 
	Item C Number: 
	Item D Number: 
	Item E Number: 
	Item F Number: 
	Item B: 
	Item C: 
	Item D: 
	Item E: 
	Item F: 
	Special Ability Values: 3
	Special Ability: Estus Flask
	Position Dice Total: 
	Position Dice: 
	Position: 
	Item A: 
	Equipment B: Plank Shield 
	Equipment C: 
	Equipment D: 
	Equipment A: Club
	Spell A: 
	Spell B: 
	Spell C: 
	Spell D: 
	SHield Name:  Plank Shield 
	Armour Name: 
	Weapon B Ability: 
	Weapon B name: 
	Weapon A name: Club
	Weapon A Ability: +4 to hit., 5ft reach, one creature, 1d4+2 bludgeoning damage. Light. See notes


	Armour ability: 
	Notes: Spend 3 Position after a successful attack to unleash a war cry. Your opponent must make a DC 14 Wisdom save or be stunned for the next turn.
When using the plank shield, you gain +1 Position at the start of every combat. If an enemy ever scores a critical hit against you, the plank shield is broken and cannot be repaired.
	Bloodied: • They may add an additional +2 to their Wisdom, and to their AC 
• Gain advantage on all saving throws against magical attacks and effects 
• Remove any one negative condition of their choice 
	Features: Ability Score Increase (Strength & Dexterity +1 included in profile). 


